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THIS SEAL IS YOUR ASSURANCE THAT 


NINTENDO' HAS REVIEWED THIS PRODUCT AND 


THAT IT HAS MET OUR STANDARDS FOR 


EXCELLENCE IN WORKMANSHIP, RELIABILITY AND 
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Nmtendo and Nintendo Entertainment System are trademarks of Nintendo 
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A very small portion ol Ihe population may experience epileplic seizures when viewing certain Kinds of flashing lights or 


These persons may experience seizures while watching 
some kinds of television piclures or playing certain video games. Players who have no! hart any previous seizures may 


nonetheless have an undetected epileptic condition We suggesl that you consull your physician if you have an epileptic 


condition or ti you experience any of Ihe following symptoms while playing video games: altered vision, muscle Iwilchmg 
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DEMON—WARRIOR—HERO! 


A long time ago, between the age of the dinosaurs and the dawn of 
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GETTING STARTED 
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THE OVERVIEW SCREEN 
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Control pad - Up, Dow n, Left and Right moves Firebrand 
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THE OVERVIEW SCREEN 


Brings a small menu on the screen with three categories: 

See the current status of Firebrand and the items he has 
collected. 

See a list of the tools (items) Firebrand has received. 

See the magic that Firebrand possesses. 

Converse initially with other characters by pressin 
button. Continue the conversations by pressing the A or 

B buttons. 
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Press this button to cancel 
a screen. 


Start button 
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Tool 


this 


A button 


Q 


Cr 


B button 


Select button 


Not used here. 
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THE BATTLE MODE 


This is the up close and personal mode where you do all of the righting! As 

union Firebrand is 


ready to go toe-to-toe with the 


a proud gargoyle w 


and ugliest) of the Realm! 
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CONTROL FOR THE BATTLE 


Directions for Firebrand i 


is mode are: 
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When Firebrand is clinging lo 
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A button - Press once to i 


jump in the air. Press again while jumping to 
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